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Tlll^ STiHW 

YOU ARE B.J. BLAZKOWICZ. TOP 
HZPUBUC SPY AJfD TERMINAL ACTION 
SEEKER AJ?T£R BUILDIMG YOUR 
REPUTATION AS A ONE MAN STRIKE 
TEAM, YOU NOW REPORT DIRECTLY TO 
THE PRESEDEHT, WHO SENDS YOU ON 
PERILOUS MISSIONS OF PARAMOUNT IMPORTANCE. 
SOMEHOW^ YOU ALWAYS MANAGE TO GET THE JOB 
DOME AND GET OUT ALIVE—THERE^S MO'HE MEDAIS 
THAW MATERIAL SHOWINO ON YOUR UNIFORM. 

THESE ARE THE CHRONICLES OF A SERIES OF 
INCREASINGLY DEADLY MISSIONS. CULMINATING 
WITH AN ATTEMPT OH THE MASTER STATE’S COM- 
MANDER-IH-CHIE7, THE STAATMEISTER. 






COISIKOIi^ 


CONTBOD FADl PRESS, CONTROL PAD UP TO MOVE 
FORWARD AND DOWN TO BACK DP. PRESSING I..EFT OR 
RIGHT MAKES YOU SPIN IN THAT DIRECmOH. 

X OR Y BUTTON: PRESSING THIS BUTTON WHILE YOU 
MOVE M.AKES YOU RUN IN THAT DIRECTION. A UTTl^ 
HARDER TO CONTROL, BUT HELPS YOU COVER THE 
DISTANCE MORE QUICKLY 

A BUTTON: FIRES THE WEAPON YOU ARE OUKRBMTLY 
USING, 

L BUTTON: SLIDE <STRAFE) LEFT. 

B BUTTON; BUDS tSlRAFEl RIGHT. 

fiSLSCT BUTTON: CYCLES THROUGH THE WFJiPONS 
WHICH YOU ARE CARRYTHO. 

STABT BUTTON: SHOWS THE AUTOMAP. 

MOUSE 

(MOUSE CONTROLS CAB BE CHAH06D Uf 'rMfi MENU aCREEH. 
SEE PAaE6> 

LETT CUCK: FIRE WEAPON 
Bianr cucK: move forward 

BIOKT DOUBLE CLICK: OPEN DOORS 


MOVB FOBWABU: RUM FORWARD 









THE SCKEE^S 


MEinrSCREEilT 

YOU MAY CMOOSB OME OF 
THE FOLLOWING MENU 
rrBMS BY UOViljG THE 
CURSOR UP OR DOW AIJD 
PRBSeiHiG ANY BUTTON: 


STABT GAMS: THIS, OP OOURSS. STARTS THE GAME. 

PAS$WORZ>: TAKES YOU TO THE EMTER PASSWORD 
SCREEN, 


SXIIJL: THJS LETS YOU SET THE UEmCULTY OF THE 
GAME, ON THE EASY SETTriwa, 0UI.LET8 ONLY DO 
HAI,F THE DAMAGE TO YOU. ON THE HARD SETTINQ* 
BUTJJBTS DO TWICE NORMAL DAMAGE AND THE 
ENEMY WILL FIRE FROM FARTHER AWAY, ON THE 
NORMAL SETTINOh DAMAGE AND ENEMY EERAVTOR 
ARE NORMAL. 

STEHBO: ALrDWg YOU TO TURN STEREO SOUND ON OR 
OFF. IF YOU ARE USING A NON-STBHEO-CAPAEI.E 
TBIJTVISION, YOU SHOULD SET THIS TO OFF. 

MOUSE: IP YOU ARE USING A MOUSE. THIS 
DETERMINES WHICH BUTTON IS USED TO MOVE 
FORWARD AND OPEN DOORS THE OTHER BUTTON IS 
USED TO FIRE YOUR WEAPON. 
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<LSSWORD SCREEN 

;H00SE «FA3«WOIU>f" PROM THE MENU 
L^.#UaBN, YOU WILL BE BROUGHT TO THIS SCREEN. 
MOVE THE CURSOR TO THE LEUTER YOU WISH TO 
ENTER AND PRESS THE A BUTTON. IF YOU ENTER A 
VALID PASSWORD. YOU WILL BE ABLE TO START THE 
GAME FROM WHERE YOU LEFT OFF. YOU RECEIVE A 
PASSWORD IN THE BONDS SCREEN EACH TIME YOU 
COMPLETE A I.EVEL, 

(SEE PAGES) 


MISSION SCREEN 

IN THE SCREEN YOU WILL SEE A BRIEFING OF THE 
UPCOMINO MISSION. YOU MAY LEAVE THIS SCREEN 
BY PRESSING ANY BUTTON. 






GAME SCREEN 

AT THE HOTTOil Dll' THIS SCREEN 
IS A STATUS BAR SPLIT UP INTO 
THE FOLLOWING SECTIONS: 

PLOOSiTHIS SHOWS WHAT FLOOR OF WHAT EPISODE 
YOU’RE ON. IT’S THERE TO REMIND YOU HOW FAR 
YOU HAVE LEFT TO 00, 

8CORB: THE NUMBER OF POINTS YOU HAVE EARNED 
SO PAK. 

ITEM; THE MUMEEH OF POINTS YOU HAVE RECEIVED 
FOR FINDING THEASURESh EVERY TIME YOU COLLECT 
A TOTAL OF SO ITEM; POINTS, YOU WILL GET AN 
EXTRA LIFE, 

YOU: A HEMAHHABLE LIKEWESSh DON’T YOU THINK? 
PAYING ATTENTION TO THIS WUi NOT ONLY ALERT 
YOU WHEN YOU ARE IJ3W ON HEALTH, BUT ALSO WHEW 
YOU ARE BEING HFT FHOM THE SIDE OR FROM BEHIND. 

H.P,[ THE PERCENTAGE OP HEALTH YOU HAVE 
REMAINING. CAN YOU GUESS WHAT HAPPENS WHEN 
THIS REACHES OP 

SHOT; THE NUMBER OF SHOTS YOU HAVE LEFT FOR 
THE CURRENTLY SELECTED WEAPON. 
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BOiniS SCKCEN 

FOR EACH FLOOR YOU COMPLETE, YOU WUJL EE GIVEN 
BONUS POINTS FOR DISPATCHING 100% OP THE 
enemies on that FIjOOR, finding 100% of THE 
TREASURE HIDDEN, AND/OR FINDING 100% OF THE 
SBCRETT DOORS. YOU WILL ALSO BE GIVEN A BONUS 
IF YOU COMPLETE THE FLOOR WITHIN THE PAH TIME. 
YOU ALSO WILL RECEIVE A PASSWORD TO ODNTEHUE 
THE GAME AT THIS POINT, 
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Tllli; MISSIONS 


MISSION ONZ: . DBBSOEN STHIKB 

LOGATXONt . .....CASTLE OOTSIDB OF OHESDEN 

DBdllCnVE:.. . TEKnUNATB HJUTd 0 a6SS£ 

ANBBSCAFB 


IN THIS EPISODE, WE EINTD B.J. BLAZKOWTCZ 
CAPTURED ON A MISSION TO UNCOVER THE PIJ^lNS 
POfi OPERATION EISENFAUST. HB‘S SENT TO A 
DUNGEON PORTRESS AND SUBJECTED TO HARSH 
INTERROGATION. IN A DESPERATE ATTEMPT TO 
ESCAPE, HE OVERPOWERS HIS CELL GUARD ARMED 
ONLY WITH THE GUARD’S PISTOL AND KNIFE, HE 
MUST ESCAPE PROM THIS PRISON...IF HE GAN. 



II 


MISSION TWO; . A DABK SECRET 

LOCATION: . CASTLE ERLANGEN 

OBJECTIVE: .TERMINATE HANS CROSSE 


THE INSANE SCIENTIST HANS GROSSE HAS 
DEVEIjOPED a FUli LINE OF THE MOST FEARED TOOL 
OF MODERN WARFARE - THE CHEMICAL WEAPON. 
VOU’VB BEEN ASSIGNED TO STOP HIM FROM HIS MAD 
TASK. CASTIJa ERLANGEN SITS ATOP A SMALL 
MOUNTAIN, ITS MAiSSTVE STONE WALLS TOUCHED BY 
A THIN CLOUD OF MIST. MO ONE KNEW THE LOCATION 
OF THIS CASTLE UNTIL A FEW DAYS AGO, YOU WERE 



















nnaSION 'rKRHE;..„OP3E«ATHMI BlSElfFAUST 




UDCATlONi ... tIrK. aCUABBS'^ RESBAHCIi: 

LABOBATORY 

OBJXCYIYB;.»,h...m.^^YERM1HATE DR, SCHABSS 



YOU MU5T FINISH THE MISSION YOU STARTED EN 
MLSaiOH ONE BY FINDING OUT IP OPERATION 
EISBIIFAUST - A PLAN TO CREATE THE UT 
SOLDIER ” IS REAL. THE UANXAOAD DR. 3 
HAS MANAGED TO GRAPT A WORKING GUN ONTO THE 
CHEST OP THE KBCENTIY DESTROYED, AND THEN 
BRING THEM BACK TO IJFEl SOMEWHERE IN THE 
DEPTHS OF HIS LABORATORY, DR, SCHABBS AWAITS 
YOU WITH HIS RE-ANIMATION SERUM. DEFEAT HIM 
OH HE WILL TURN EVERYBODY INTO 
MUTANTSI -- \ 
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MISSION FOURi ..„.,Ta*n. or ito; uadman 

IpOCATION:.. .. MOirUTAlN FOBTRBSS 

.. TERlONAra UBERHUTiUVT 

TRANS HAS BEEN TERMINATED, BUT fcOS WEAPONS OF 
WOE ARE READY FOR WAR WAGINGl HIDDEN IN THE 
DANK DUNGEONS OF THEIR MOUHl'AIN FORTRESS ARE 
THE PLANS FOR THE FIRST WAVE OF THE CHEMICAL 
NIGHTMARE, YOU MUST FIGHT YOUR WAY TO THE 
VERY BOTTOM, AND BA'm..E THE UrERMUTANT. WHO 
OUARDS THE PLANS, YOU BEGIN YOUR ADVENTURE 
HAVING DESCENDED IN THE CASTLE’S ELEVATOR- 
YOU ARE LOOKING FOR THE MAP ROOM THAT IS 
GUARDED BY THE OBERMUTANT- THESE MARS WUJ. 
LEAD YOU TO THE SECRET EASE WHERE THE WEAPONS 
AND SOLDIERS ARE BEING AMASSED. YOU’VE GOT TO 

FIND THEM 
FAST- BEFORE 
CHOKING 
CLOUDS OF 
NASTY GAS 
POUR OUT OVER 
EUROPE AND 
THE WORiiDJ 
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MISSION FIVI:.CONFfiONTA-TION 

JXIOATION;.CABTUB HKrOBinCBIM 

0BJSCttVN:...M.....^.T1EKHIHATE SLACK KNlONT 

CHEMICAL WAR JS ABOUT TO BE WAGED ON A 
MASSIVE SCALE UNLESS YOU CAN STOP THE EVIL 
BLACK KMOHT FROM ITMLEABHINO HIS BURWIKa 
OASaSS! YOU POUND THE PLANS HIDDEN IN THE 
MUSIY DUNOBONS OF THE MOUNTAIN F0KTHB3S, 
AND THEY LED YOU HERE - CASTLE HEIDENHEIM, 
PERCHED ATOP A SMALL RISE BETWEEN TWO 
MASSIVE MOUNTAINS. INSIDE ITS PORRIDDINa 
STONE WALLS ARE TONS OP CRACK TROOPS AND 
THE GROTESQUE BLACK KNIOHT HIMHELFI 
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MLBSION BEE;....STAATMEISTEK^a lAST STAND 

LOCATION];.......CASTLE WOLPE'""^^*^ 

OBJECTTinS:... . TERMINATE 


IN THIS EPISODE, YOU’VE BEEN ASSIGNED TO 
SHATTER THE MASTER STATE BY TAKING OUT TPS 
NEXUS - THE 3TAA.TMBISTBR. YOU SEARCHED FOR 
HIM IN HIS BUNKER. BUT HB HAS FLED TO CASTLE 
WOLFENSTEIN. A TITANIC PORTRESS DESIGNED TO 
DEFEND AGAINST INVASION. YOU MUxST MAKE IT 
PAST NUMEROUS GUARDS. TOUGH ELITE GUARDS, AND 
crack-shot OFFICKHS ail the way to YOUR FINAL 
OONPRONTATION WITH THE 6TAATMEIST3ER. AND YOU 
CAN BE SURE THAT HE'S READY FOR YOUf 












Till!; mms 


THEKE ARE MANY DIFFERENT TYPES OF ITEMS 
SCATTERED AEODT THAT YOU CAN PICK UP TO HELP 
YOU ON YOUR WAY. YOU PICft UP ITEME MERELY BY 
WAIJUNG OVER THEM, NOTE THAT YOU CANNOT PICK 
UP HEAIJNO ITEMS IF YOU ARE AT 100% HEALTH. 
AND YOU CANNOT PICK UP AMAfO IF YOU ARE 
AIJ^,FJLDY CARRYING THE MAXIMUM AMOUNT, 

I>1NNNR!S; APTER OUIARING YOUR HOSTS \ 

FROM THE DINNER TABLE CYGUTTE ALWAYS 
RAO BAD TAEIxE MANNERS), YOU SROULD 
PICK UP SOME POOD TO OOf THESE DINNERS ARE 
PACKED WITH NUTRITIOM, AND WILL HEAL 
10% OF YODH HEALTH. 

riKST AID KITSt THE BAD GUYS HAVE BEEN 
^ INTERCEPITNG RED CROSa SHIPMENTS AND STOH 

_ ING THEM THROUaHOUT THEEH STRONGHOLDS. 

THESE KITS ARE THE LATEST THING IN MEDICAL 
TECHNOLOGY. AND WILL HEAL 26% OP YOUR HEALTH 

AMMO; THESE GUARDS ARE ARMED TO THE 
TEETH. GRACIOUS EVEN IN DEFEAT THEY’LL 
LEAVE THEIR AMMO FOR THE TAKEWGJ PICK^ 

UP UNUSED AMMO FOR S BULLETS. 



AMMO BOXES; THESE ARB SPAKE CACHES 
OF AMMUNlTiON. PICR THEM UP FOR £& 
FREE BULLETS. 
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AMMOPACKB; THESE ARE HUGE AMMO 
PACKS WHICH WHJ. INCPRASB THE MAXIMUM 
NUMBER OP BULLETS YOU CAN CARRY, Tf NEVER 
HURTS TO HAVE A FEW EXTRA ROUNDS ON YOUR HIP, 



KNIFE; YOU ALWAYS HAVE A KNIFB. IT WILL HELP 
YOU DOT IF YOU HEED A SHAVE. BUT ISNT 
MUCH GOOD FOR ANY OTHKR PURPOSES. TO BE 
USED ONLY WHEN YOU HAVE NO BULLETSI 


PISTOL: YOU ALWAYS HAVE A PISTOT,h AND WILL 



START THE GAME OUT WITH ONE. THIS 13 THE 
WEAKEST OF THE GUNS, BUT MUCH BETPER 
THAN A KNIFE. 


MACHINE OUW: THIS MACHINE GUN IS THE 
PRIMARY WEAPON OF THE ELITE GUARDS. 
AN EFFICIENT AND POWERFUL WEAPON 
THAT IS USEFUL FOR ATTACKINO MUI.TIPI.F 
ENEMIE3. YOU CAN HOLD DOWN THE FIRE 
BUTTON FOR RAPID-FIRE. 



GUAHTGUK; the GHAINGUN USES THE GATlUNO GUN 
PRJNCIFIE OF A ROTATING BARREL. IT’S A DEUTHUCTTVE 
MACHINE THAT WILL CLEAR THE ROOM- HOWEVER, 

IT HAS A HEALTHY APPETITE FOR AMMUNITIOK, YOU 
CAN HOLD DOWN THE FIRE BUTTON PQR RAPID-FIRE. 







TBISASmiE: THE HTAATMEISTER HAS A TW13TED 
OBSESSION FOR THEASURE AND OTHER ARTIFACTS, 
HIS ILL-GOTTEN BOOTY IS STORED WITHIN THE WAIJ^ 
OF HIB niFENETHABLE FORTRESSES. WHEN YOU 
COLLECT TREASURES, YOl/H ‘ITEMS" 300RE WILL 
INCREASE, WHEN YOU REACH GO ITEMS, YOU WILL 
OAIN ONE EXTRA LUTE. 


SCBp<na{$ 

CHAXJCBS 




CBO¥mS 



KEY«; SOME OF THE UPPER LEVEU3 ARE WELL 
"V j SECURH> MTH LOOKED DOORS AND ELEVATORS- 
YOU'LL NEED TO SEARCH THE LEVEI. FOR KEYS 
INTO THESE AREAS. THERE ARE TWO TYPES OF 
IGCKED DOORS DJ THE ENEMY’S FORTRESSES. SOME 
DOORS REQUIRE THE OOIXl KEY TO OPEN, AND SOME 
REQUTRR THE BLUE KEY, 

OMR DFSi HIDDEN WITHIN SECRET ROOMS OP 
THB PORTRESSES ARE ITEMS THAT GIVE YOU 
THAT EXTRA URGE TO KEEP FIQHTENGJ 
GRABBING ONE OP THESE ITEMS WILL BRING YOUR 
HEALTH AND AMMO TO THEIR MAXIMUM LEVELS, OR 
GIVE YOU AN EXTRA UFEI 
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Till! 



GUARDS: THB GUARDS ARE THE GHJIST FOR 
STAATMEISTER’S mill, but can EE AW EFFECTIVE 
FX>RCE IF FIGHTING IN GROUPS. THEY WEAR NO BODY 
‘ARMOR" AND CAN EE BROUOHT DOWN BY A SINGLE 
SHOT, CARRYING ONLY A PISTOL, THEIR PDlEPOWER 
ISN'T EXACTLY MENACING. GUARDS ARE SLOW TO 
REACT AND MUST STOP AND TAKE AIM BEFORE 
SHOOTIN-0, MAKENO THEM PAR'HCULARLY VUUraRABLS 
TO MACHINE OUN ATTACK- 

ELITE aUARBi THE EIJTE GUARD ARE WELL 
TRAINED AND CAN R,A.RELY BE SURPRISED, MOST 
WUJ. BARK A WARNING WHEN THEY BECOME 
AWARE OP YOUR PRESENCE. THIS CAN MAKE FOR 
AN EASY HEAD COUNT. HOWEVER. SOME ARE 
IIIAIWED TO BE SH J1NT\ WEARING THICK VF^STS AND 
CARRYING A MAOHlNB GUN, THE ELITE ARE DIFFICUIT 
TO BRING DOWN AND PACK A HEAVY PUNCH. IP AN 
ELITE SHOOTS YOU AT GLOaE RANGE, THE ENOOUNTEH 
WILL BE BRIEF ^ BECAUSE YOU’LL BE TOASTI 



DFnOERS: OFFICERS ARE USUALLY SILENT UNTIL 
THEY SPOT YOU. THEY CAN RARELY BE SURPRISED 
AND THEY ARE FAST, INTELLIGENT FIGHTERS. 
OFFICERS WILL MOVE TO THE LEFT AND RIGHT 
AS THEY FIRE. MAKING THEM DIFFICULT TO HIT 

AS wetjL as draining you of ammuhttion an 

OFFICER’S WEAPON OP CHOICE IS A PISTOL, 


















so 


THEY WEAR LIGHT VESTS AND CAN TAK:E ABOUT 
HAIR TiiE DAMAGE OP AN ELITE GUARD. DOBTT 
UNDERESTIMATE THEIR ABIIJTIES. IN CLOSE 
QUARTERS COMBAT, THESE QUYS WILIj MAAE LIFE 
MISERABIJ?... AND SHORT! 



MUTAWTS: MUTANTS, THE PRODUCTS OF DR. SCHABBS’ 
TWISTED EXPERIMENTS. DON’T MAKE A SOUND DHTIL 
THEY SHOOT, GREETING YOU WITH THE CRACK DP 
GUNFIRE. THEY ARE EXTREMELY AGGRESSIVE UNTIL 
THEY PALL. MUTANTS ARE EQUIPPED WITH A 
PISTOL IK THE CEHTEH OP THEIR CHESTS, 

AND THEIR CLEAVER-TIFFBD ARMS MAKE 
MINCEMEAT OUT OF ANY CLOSE FOES. THEY 
WEAR NO ARMOR BUT CAN TAKE AIJIOST AS 

j 

MUCH DAMAGE AS AN ELITE. 


MUTANT RATS^ DR. 3CHABBS’ TEST ANTMAI*S ARE 
LOOSEf THESE MUTANT RATS ARE PART AND ’VICIOUS 
AND BIG, BUT OWE SHOT SHOULD TAKE THEM DOWN. 
SINCE THEY DODGE 50 WEIi. IT’S BEET TO GET THEIR 
ATTENTION AND WATT FOR THEM IN A DOO-RWAY. IP 
YOU DONT WAIT UNTIL THEY ARE IN CLOSE RANGE, 
YOU’LL WASTE A LOT OP AMMO. 


IICM'FUL llllS'lS 




-EVERY LEVEL HAS- HIDDEN STUFF. NOT' ONLY OODLD 
YOU USE ALL THOSE POWER-UP ITEMS, BUT YOU CAN 
GET A NICE BONUS FOR FINDING AJJL OF IT, TOO. 

‘YOUR CAPTORS MAY BE RUDE HOSTS, BUT THEY 
’WOULD NEVER HIDE ANYTHING THAT WOULD BE 
NECESeARY TO ESCAPE. iCEYS AND ELEVATORS CAN 
ALWAYS BE REACHED THROUGH NOH-HIDDEW 
PASSAGES. 

■FUEHWALIS ARE USUALLY IN ALCOVES, CORNERS. 

OR THE ENDS OF HALLWAYS. (BUT NOT ALWAYS^ 

‘THE DOORS AND WALLS ARE NOT COMPIKTELY 
SOUNDPROOF, FIRING YOUR WEAPON IS LIKELY TO 
BRING NEARBY GUARDS RUNNING TOWARDS YOU. 

‘DON'T STAY IN A DOORWAY ’WITH THE GUARDS IN 
THE ROOM BEYOND. IF YOU DO, THEY CAN EASILY 
SNEAK UP FROM THE SIDE AND SHOOT YOU, 

■THB CLOSER YOU ABE, THE MORE DAMAGE YOU 
CAN IWFUCT. 

‘THERE MAY BE SECRKT EXPERIMENTAL WEAPONS 
WELL HIDDEN SOMEWHERE IN THB PORTRESSEIS. 
THERE MAY AiHO BE SECRET ELEVATORS. 





no DAY UMITIi;i) 
WARIUX’IT 

90 DATIiIMITEB WAKKAHTYlMAaiHlQeR OAKE PAKS 
»D-EAY LIKITED WABAASTV: 

LUAauiEER AMERICA, INC. WARRAJTTS TO 'miS CHuaiWAl, c:aH5UMF,R 
PURCHASER THAT THIS IStAOlNEER GAME PAK SKAU. BE EFLEE FROM 
DEFBCTS [N MATERIAL AND WORKMANSHIP FOR A PERIOD QF 30 DAYS 
PROM DATE OF PURCHASR, IP A t>EPECT COVERED BV TH|E WARHANTY 
OOCLTRS DURJND THIS 90 DAY WARRANTY PSRjOD, IMAGINEFER WILL 
REPAIR OR FEPIACE THE GAME RAK, AT WB OPTJON, FREE OF CHAROE, 
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THE FUIX EXTENT OP OUR LLAfillJTY. 
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IMARrHEBR AMERICA, INC.: 

iMAaiHsejn ajc&iuca,inc, 
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(2DS)ae7^5Y90 

THIS WARRANTY 3HAJL NOT APPLY IF THE GAME PAK HAS HEEN 
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'.rAMPERlNfl. OH OTHER CAUSES UNRELATED TO DEFECTIVE MATEHLAI^S OR 
WORKMANSHIP. 

WAJUULHTY LIMITATIOHS^ 

ANY APPLICABLE IMPIJEO WARRaMTES, IHOUIDIHD WARRAHTTEB OF 
MBBCHAJmHn,ITY AND PITWIiSS FOR A PaRTiCUIAH PURPOSE, ARB 
HEREBY UMITED TO MINITY DAYS PROM THE DATE OF PURCHASE AND 
ARE SUBJECT TO THE OOWDITIOIIS SET FORTH HEREIN. IN NO EVENT 
SHALL IMAOINEEn A14TCRICA, INC. BE LIABLE FOR D0K3EQ0DHTIAL OR HfCl- 
OENTAL DAMA.OIS RESULTING FROM THE BREACH OF ANY EXPRESS OR 
lUPiJZn WABRANTrE&. 
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